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Abstract 
Physical education fulfills its role according to the complexity and diversity of objectives which it claims, objectives that are 
defined in theory, in biomotive, psychomotive and sociomotive fields of the human being. This highlights the versatility  of the 
directed motility field and hence of the school subject "Physical Education In this article, we provide an efficient way, 
experimentally verified, for proper implementation in the formal training system,  of new types of learning activities based on 
different types of motive games. The social learning program that we applied in school practice, demonstrates that physical 
education, in addition to the benefits it brings to the student, concerning improving physical fitness, maintaining health, motive 
capacity building and harmonious physical development presents real potential of full action upon the personality of young 
people as well, people involved in continuous institutional training. 
© 2015 The Authors. Published by Elsevier Ltd.Peer-review under responsibility of The Association “Education for tomorrow” / 
[Asociatia “Educatie pentru maine”]. 
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1. Introduction 
The evolution of methodology concerning physical exercise practice, which is directly related to the 
occurrence of natural and social variables, involves the development of teaching strategies based on the individual 
and his needs of full development, to complex bio-psycho-social stimulation. 
In this manner of approach, physical education can be expressed as part of formative motive activities, with 
distinct identity and multiple influences on personality development and each individual’s quality of life (Dragnea et 
al, 2000, pp. 56-58). 
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School is an environment where students learn and at the same time, can try a range of social behaviors 
related to the balance of power, roles, peer pressure, social rules, cooperation, competition, conflict resolution, 
decision-making, leadership, responsibility, etc. In this context, physical education is one of the school subjects that 
can contribute significantly to the students’ personal and social development, especially because activity in the gym 
is literally social and different from what happens in a classroom (Feşteu, 1998). 
 
2. Theoretical and methodological considerations drawn from the specialty literature 
Achieving socializing at the level of individual personality, in terms of interpersonal relations and group 
behavior, is seen as social development of the human being, conscious and unconscious, cognitive, emotional, 
attitudinal, volitional and creative, which occurs as a result of institutional and extracurricular learning.  
Learning of social roles is specific to socializing through social learning, learning falling – in general - 
under the educational and professional ideal, which is regarded as a "dynamic process, an open field, a perfectible 
model, not something closed or secluded "(Salade, 1995, p. 165). 
The three concepts: socialization, social learning and education, have some common elements, namely: the 
concept of group, social status and class of students. 
Marica (2008, p. 102) defines the group as "a fundamental concept in the social psychology category 
system, designating a plurality of people in some way combined together by integrative ties of normative, 
communicative, affective, functional type".  
The small social group is characterized by the existence of a number of people (up to 30 people), of a 
common goal toward which efforts of the group members are directed, of a status network, a system of norms and 
values recognized and accepted by the members, which adjust their conduct in accordance with the group. 
Social status is the basic position of the individual in society (Lindzey quoted in Golu, 2002, p. 124). 
In other words, status designates rank, social position or prestige for a group member (Bogáthy, 2004, p. 
255). It can be: positive, negative and neutral, which indicates the existence of popular subjects, accepted, 
indifferent or marginalized within the group. 
The class of students is a specific working group, it is an environment of communication between students, 
between teacher and students, open communication, without restriction, which increases members’ confidence in the 
virtues of the group.   
On social learning, Jude (2008, pp. 214-215) mentions the following content categories: knowledge 
learning, opinions, attitudes, concepts, beliefs, cognitive styles of individual and collective nature; learning 
individual and collective emotional experiences; learning individual personality traits (modesty, responsibility, 
honesty, honor, integrity, dignity, etc.) and in group (sociability, cooperation, prestige, self-help); learning rules 
(regulations), values, patterns and socio-cultural traditions, moral, scientific, professional, social roles; learning 
psychosocial and social capacities and skills of organization, leadership, decision making, control, prediction, 
influence, education etc.; learning intelligence, social creativity and prospective-anticipatory behavior through 
anticipatory socialization. 
In contrast to traditional pedagogy in our country for directed motility, a new kind of education has 
emerged that leverages the advantages of team action and subordinates personal interest to the benefit of the 
collective one. Derlogea (2006, p.14) noted that although physical education is mainly based on physical condition 
and movements skill (ability), lately, this field has expanded, making room for activities that develop social 
interaction ability, of psychological and personal improvement performance. 
In physical education and sport in school, at all levels of pre-university education, currently more often, 
motive games of collaboration and cooperation, as a means of instruction, during the lessons are being tested. This 
type of activity, tries by some specific ways to develop in youth attitudes involving cooperation, overcoming 
disability, solving problems, learning new skills, understanding other people’s needs etc. For this purpose, several 
types of motive games were taken from the non-formal motive activities, designed to solicit the individual, 
physically, mentally and socially. Unlike competitive games (sports games), which are known and widespread in the 
Romanian education system, games promoted in non-formal activities, are based on collaboration and cooperation. 
They aim to increase individual participation, collective problem solving capacity building, increased self-
confidence of the players, tonus, physical and mental condition, and increased solidarity and responsibility. 
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Physical education lesson has a duration and a sequence of events that are sufficient to develop and 
implement an instructional design, with learning contents focused on the game.  
Taking - properly – sets of means consisting of collaboration and cooperation games and thus methodology 
to ensure integrative operation on the practitioner, through the results of our research, we want to offer additional 
practical reasons, current theoretical trends in the field, with reference to the influence of physical education on the 
individual, on multiple levels (physical, psychological, of socio-cultural integration). 
3. Methodology 
The methodology that we applied experimentally (2012-2013) at the junior high (grades IX-X; semester II 
ninth grade; semesters I-II grade X) is based on a social learning program consisting of implementation in different 
moments of physical education lessons, of experiential sequences, with the content source, six categories of motive 
games: games of knowing  members of the group (code SG), physical contact games (code CF), trust games (cod JÎ), 
games of team activities building (code CE), games of communication and cooperation (code CC) and games for 
environmental protection (code PM) with a total of 112 games. The purpose of the games was to improve the social 
climate of the classroom. Figures 1 and 2 present the scheduling methodology of the contents applied during lessons, 
throughout the three semesters of the experimental work. 
Horizontally, as schooling tier, we chose to implement the methodology developed, at the ninth grade level, 
selected in the 2011-2012 school year and continue the approach to the same class, namely subjects who completed 
the 2012-2013 school year in X grades. 
Fig. 1. Procedure used with experiential units and structures through implementing motor games in physical education lessons, 9th 
grade, semester II (2012) 
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Fig. 2. Scheduling experiential units and structures consisting of motor games for  grade X (2012-2013) 
By using sociometric techniques, we drew sociomatrices and sociograms, based on which we determined 
the preferential status in the class concerned and defined the major existing social networks at different time 
intervals (initial, intemediate 1, intermediate 2 and final) . We also calculated in their dynamics (initial - final) the 
class cohesion index.  
4. Results and discussions 
The research had as a main objective, the assessment of interpersonal relations by obtaining group 
cohesion. 
Using data from the sociometric matrix composed from sociometric questionnaire tabulation, after initial 
testing, we could calculate the index of preferential status, thus obtaining the preferential type psycho-social value 
of subjects in the experimental class (table 1). 
 
Table 1. Preferential status index values on initial test – experimental group (grade IX, semester I, school year 2011 – 2012) 
Subjects code Preferential status index value Preferential type psycho-social 
value        
M12 0.379 
POPULAR M27 0.241 
M26 0.206 
M9 0.172 
ACCEPTED 
M18 0.137 
M19; M25; M29 0.103 
M4; M5; M6; M11; M24 0.068 
M20 0.034 
M8 0 INDIFFERENT 
M13; M23; M28; M30 -0.068 
MARGINALIZED 
(REJECTED) 
M1; M2; M15; M22 -0.103 
M14 -0.137 
M21 -0.241 
M7; M10 -0.275 
M3; M16 -0.379 
M17 -0.586 
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Using the data presented in Table 1, we obtained collective sociograms of preference and rejection, set up 
after initial testing. Because of preferential psychosocial values  of the subjects, we can notice and extract, the 
composition of social networks in the class concerned. Some of these networks, focused selectively and 
differentially the teacher’s action, conducted systematically through operational tools, given by the categories of 
motive games that we applied to the group, to integrate marginalized subjects. 
We present some examples of networks identified in the experimental class (Figures 3a, b), on which our 
teaching approach focused. 
 
 a                                                                                                                                                                                                                              b
   
 
 
 
 
 
 
 
 
Fig. 3. (a). Social network extracted after initial test in experimental class;  (b). Other social network extracted after initial test in experimental 
class 
As shown in Fig. 3 (a), subject M5 in the group of students accepted by the class is in relationship of 
mutual choice, with subject M21 and M30, and M27 is in the same type of relationship with subject M15.  Also, 
subject M27 is favorite for M5 and M30, being one of the most popular, with preferential status index insignificantly 
lower than the informal leader’s one. Consequently, M27 can be used as a binder in games, to help improve relations 
between M21, M30 and M15, subjects in the marginalization area of the sociogram. 
Another social network that can be identified for intervention on subjects marginalized by the group / 
teacher, is microcluster composed of subjects M6, M14, M1, M20 and M28 (Fig. 3 b).  
According to excerpts from sociograms, subjects M6 and M28, are related through mutual attraction, M28 
to M20, and M14 to the M1, are as well in the same type of relationship, while M6 prefers M14, and M1, M20.  
From this combination, group binders are considered subjects M6 and M20 because they are accepted by 
the group. This network has been exploited to help develop relations of acceptance of subjects M1, M14 and M28, 
rejected by the class. 
Other examples of social networks that represent initial motive potential during the second semester (2012), 
to improve relations within the group subject to the experiment, are given by micro-groups defined in Figure 4a; 4b; 
4c. 
a                                                                 b                                                                            c 
 
Fig. 4. (a);(b);(c). Different versions of social networks, extract after initial test in experimental class 
 
At the end of semester II (grade IX, 2011-2012), after having worked on the social learning direction, with 
part of contents proposed by the methodology conceived, intermediate test 1 was advocated. With data in the 
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sociomatrix obtained and collective sociograms of preferences or rejections, we obtained preferential status 
indicators. 
By comparing the preferential status index, and  the target sociograms of preference and rejection, it can be 
seen that the number of marginalized subjects decreased from 15 to 7, which means that the interference with the 
experimental group – through means of action comprising motive games categories, separated into units and 
experiential learning structures – it had a specific share of efficiency. 
Consequently, it was agreed upon continuing teaching activities (tenth grade, school year 2012-2013) with 
the expansion of social networks formed during the first intervention upon the group. 
Using in the course of the game, subjects M6 and M28 as a bridge between two previously formed micro-
groups, their members can connect and relations between them could undergo significant changes (Figure 5). 
As a result of these couplings, in the sequence of the target sociogram of preferences (Fig. 5.a), it can be 
seen that M12 become preferred by M14 and M20, and M29 would develop a sense of acceptance, both with M1 
and with M20. This led to increasing the micro group and establishing positive relationships between its members. 
Another simultaneous action version - in relation to the first - is the one where subject M12, informal 
leader of the group, is used as the binder, in the social network shown in Fig. 5 b, leading to the acceptance of M6, 
by both M16 and M26. 
In the first semester of the school year, December 2012 - 2013 (grade X) after attending other experiential 
unit (Fig. 2), intermediate testing 2 was done.  
 
          a                                                                  b 
 
 
 
 
 
 
 
 
 
 
Fig.5. (a); (b). Social networks extracted after intermediate test 1, in experimental class (IX) 
 
After processing data from the second phase of the intervention, it can be finds that there are no subjects 
with preferential status of "indifferent" and even if the number of the marginalized did not change, their score 
decreased. 
In terms of social networks, they could be expanded, using the group members with preferential status of 
"popular" as a bridge between the micro-groups created (Figure 6). 
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Fig. 6. Social network extracted after intermediate test 2, in experimental class (X) 
 
Final sociometric testing was held in early June (2013) and the results recorded and processed are presented 
in Table 2. 
Table 2. Values of preferential status index on final test, experimental group, class X  
Subjects code Preferential status index value Preferential type psychosocial 
value 
M12 0.482 
POPULAR 
M21 0.379 
M27 0.31 
M26 0.275 
M1 0.241 
M4 0.206 
M29; M30; M6; M8; M9 0.172 
ACCEPTED 
M20; M24 0.137 
M11; M22; M25; M5 0.103 
M15; M18; M28 0.068 
M13; M2; M23 0.034 
M16 -0.034 
MARGINALIZED (REJECTED) 
M14; M10 -0.068 
M7; M19; M3 -0.103 
M17 -0.137 
 
From  interpreting the data, it is clear that in the final stage of evaluation, although the number of 
marginalized subjects remained the same, their behavior changed substantially. This was reflected in the 
marginalized subjects rejections number, which fell from the negative score -0.586 to the value  
 -0.137, which shows a tendency to focus the group toward the center of the network, taken as a whole. 
Data collected and processed in sociometric matrices resulting after testing, allowed calculation of the 
cohesion index of the class involved in the experiment. The results are the values in Table 3. 
 
    Table 3.  Values of cohesion coefficient resulted for experimental group (2011-2013) 
Intervention stage Cohesion coefficient value for experimental group 
Initial stage 0.031 
Intermediate stage 1 0.213 
Intermediate stag 2 0.539 
Final stage 0.636 
 
Comparing the results for the index of group cohesion, following initial testing, as presented by Matei 
(1981, p. 257) in the value hierarchy, we can see that, at the beginning of the research, the experimental class have 
poor cohesion coefficient having a value of less than 0.21 (ie, 0.031) 
After applying the methodology we developed, and which was centered upon units / experiential structures 
consisting of motive games, implemented differently depending on the social networks identified progressively, the 
cohesion index value has increased substantially, the class reaching the end of the  scheduled activities, a significant 
cohesion level (0.636). 
From the point of view of real-time spent with motive activities newly introduced in the physical education 
lessons that were allocated in the "expense" of traditional learning contents we can reveal the following: 
If we sum up all the time allocated for physical education lessons during experimental work (2012 - 2013, 
or three semesters) and the amount of time spent to perform the activities consisting of motive games, we get: 
-Total time allotted for physical education lessons (grades IX, sem. II, grades X, semesters I - II)  
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1050 min (grades IX, sem. II) + 700 min (grades X, sem. I) + 1100 min (grades X, sem. II) = 2850 min 
- Total time spent with motive games consisting of:  
265 min (grades IX, sem. II) + 130 min (grades X, sem. I) + 285 min (grades X, sem. II) = 680 min. 
Expressed in percent, we obtain: 
 
%85,23
2850
100680   xX   
 
It follows that of 100%, that is the total time allocated to physical education lessons during the experiment, 
a percentage of 23.85% was used for the implementation of other learning content than the traditional ones (set in 
specialty curricula) in order to act on some fields that cover areas of key skills, general skills and specific ones, 
binding to be approached in the formal educational process and which are currently considered only in a very small 
extent. 
5. Conclusions 
The paradigm of "traditional physical education" in Romania, in many respects outdated by generous ideas 
advanced by theorists in the area, is unfortunately still a critical coordinate, highly stabilized and exploited 
preferentially in the current school practice, limiting its educational-instructive valence.  
Almost exclusively, the act of teaching-learning-assessment is geared toward training and showing to 
students only the motive performance, under its various aspects. In antithesis with this paradigm, the current 
national educational requirements in line with European treaties signed, are directed by all professional curriculum 
documents, toward the acquisition of key skills, stated as goals for compulsory education. This is reflected in the 
curriculum for physical education (2009, in force), which are restructured and is now focused on training - in 
students - for general and specific skills, subordinated to the eight key competences adopted by education systems in 
most EU countries.   
The general climate obtained by running motive games is one of social experimentation in which 
interpersonal relationships, of unusual intensity, can be explored in controlled conditions.  They (the games) gave us 
the possibility of different social behaviors, seeking roles, opportunities to capture the impact that some individuals 
have on others and experiment the support that makes life possible in a community.  
  Our methodological approach proposed games were aimed at increasing individual participation, 
collective capacity building for problem solving, increased self-confidence of the players, psychological and 
somatic-functional tonus, physical and mental condition, and increase of solidarity and civic responsibility. 
Motive games have the quality to run in an environment with an uncertain final and are accompanied by 
intensive group social processes that lead to awareness of individual skills and through the scenarios involved 
(selection, organization, management and evaluation) can improve the dynamic personal development.  
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